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FIELD OF THE INVENTION 



The present invention relates to war games, which reenact real military action using a set 
of game pieces, more particularly relates to war games that are conducted on a flat surface 
with flat game pieces. 



There exist a lot of war games conducted on a flat surface (see U.S. Pat. No. 3,998,463 to 
Zumchak, Joseph; U.S. Pat. No. 4,055,346 to Havlik, Vaclav; U.S. Pat. No. 4,149,316 to 
Matrin, Spencer; U.S. Pat. No. 4,232,864 to Yavorskiy, James; U.S. Pat. No. 4,560,170 to 
Enyi, Donatus; U.S. Pat. No. 6,241,251 to Trifonov, Plamen). They, however, have several 
shortcomings, such as difficulty of replacing damaged game pieces, a large degree of 
speculation, a lack of connection to a certain historical period, and, as a result, a lack of 
educational value. 

The present invention eliminates those shortcomings and allows players to reenact battles 
with lifelike rules that closely relate to certain historical periods, such as accurate army 
contingents, attire, equipment and ammunition and overall methods of war craft. Materials 
from which game pieces are made are readily accessible, which allows players to easily 
replace lacking or damaged pieces and/or vary the configuration of their "army". During the 
game and while getting acquainted with its rules, players get to know all the aspects of war 
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craft of peoples who lived at a certain age in history, an experience which undoubtedly has 
educational value. The method proposed below allows for a greater accuracy in reenactment 
of different aspects of war craft, such as troop movement, shooting, hand-to-hand combat, 
strategic maneuvers, personnel losses and territorial acquisitions, and also in reenactment of 
5 wars each consisting of several battles. 



SUMMARY OF THE INVENTION 

It is the primary object of present invention to provide two or more players with a game, 
which allows them to simulate battles and/or wars, which consist of several battles, and also 
□ 10 means for administering those simulated battles. The game set contains flat pieces that depict 
IH all components associated with military action: warriors, war animals, standards, weaponry, 
*£j military equipment and fortifications, made of readily available material, such as paper, 
! cardboard or plastic. The game is conducted on a smooth flat surface, for example, a floor. 



1^ The rules of the game account historically authentic data concerning size and configuration 

fU 

j ! yl5 of detachments, maximum distances for unit movement, effective radii for projectile 

B 

fy weapons and their projectiles and relative efficiency of attack and defense of different units 
depending on their armor and rank. The rules also reflect specificity of war craft during 
certain historical periods. 

The models of projectiles used during shooting are made of wood, cardboard or plastic. 
20 During "shooting", the model is placed on a special flat support, which can also be put at a 
certain angle, and then a player "shoots" it by clicking on the model with a finger. The game 
set also includes a device for measuring distances in a form of a ruler with marks, made 
according with distances different units can move per turn, and also a device for measuring 
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effective radii of said projectiles, in a form of a flat transparent sheet made, for example, 
from plastic, with marks on it that correspond to initial point of reference and concentric 
circles each indicating different degrees of "damage" delivered, which are specified for every 
projectile. 

With the help of described game set players can simulate battles, which may be linked 
into wars. Thus the game simulates the wide spectrum of military actions typical for different 
historical periods. 



^\ brief Description of the drawings 

O 10 Fig. 1 is a cavalry or infantry knight. 
□ ' \ 

IT! Fig. 2 is a light-armored cavalryman or infantryman. 

M 

Fig. 3 is a heavy-armored infar 



Fig. 4 is a squire. 
P Fig. 5 is a heavy-armored horse. 

ru 

j : y 15 Fig. 6 is a medium-armored horse. 

Q 

fy Fig. 7 is a light-armored horse. 

Fig. 8 is a two-handed sword. 

Fig. 9 is a sword for a heavy-armored infontry/cavalry-man. 
Fig. 10 is a sword for a light-armored infantryman. 
20 Fig. 1 1 is a squire's lance. 

Fig. 12 is a short spear for a light-armored infentry/cavalry-man. 
Fig. 13 is a long spear for a heavy-armored infantryman. 
Fig. 14 is a knight's lance. 
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Fig. 15 is a battle-ax. 
Fig. 16 is a mace.] 
Fig. 17 is a crossbow. 
Fig. 18 is a bow. 
Fig. 19 is a halberd. 
Fig. 20 is a shield. 
Fig. 21 is a bow arrow. 
Fig. 22 is a crossbow arrota. 
Fig. 23 is a catapult projectile. 
Fig. 24 is a catapult. 
Fig. 25 is a battering ram. 
Fig. 26 is a siege ladder. 
Fig. 27 is a standard for a largedetachment. 
Fig. 28 is a standard for a medium detachment. 
Fig. 29 is a standard for a small attachment. 
Fig. 30 is a castle wall. 
Fig. 31 is a device for imitation of Shooting. 
Fig. 32 is a device for measurement of displacement of units. 
Fig. 33 is a device for measurement ondamage delivered by projectiles. 



DETAILED DESCRIPTION OF THE PREFERED EMBODIMENT 

A game for at least two players, which represent the opposing sides, in accordance with 
the present invention, is conducted on a smooth floor. Said game contains a set of flat game 
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ieces made of paper which represent figures of warriors 2 — 2 V4 inches long (Figs. 1 - 4), 
war animals (Figs. 5 - 7), and also figures depicting standards (Figs. 27 - 29), military 
equipment and armaments (Figs. 8 \ 26), fortifications (Fig. 30), corresponding to the second 
half of 14 th century - first quarter of ^5* century and proportionally equivalent to the size of 
figures of warriors. Shooting is conducted with models of projectiles - bow/crossbow 
arrows (Figs. 21-22) and stone or flammg catapult projectiles (Fig. 23) with a help of the 
device for imitation of shooting (Fig. 3v). The intervals for movement of different types of 
units are measured with a help of the device for measurement of displacement of units (Fig. 32), 
and a damage zone is measured with a help of the device for measurement of damage area 
delivered by projectiles (Fig. 33). \ 

Below (in the table of weapons and equipment) is given a list of weapons, equipment and 
standards utilized during battles in medieval Europe and their dimensions accepted in this 
game. 

The model for the bow arrow (Fig.21) has a length of approximately VA inch with a 
tapered front end. The mentioned tapered front end (approximately V* inch long) is the 
"active part" of the arrow, which delivers damage to the units on the field. The model for the 
crossbow arrow (Fig.22) also has a tapered end, and the entire length of the arrow (about % 
inch) is considered an "active part" that delivers damage. The model for a catapult projectile (Fig.23) 
is a circle with a diameter of approximately *A inch. The device for imitation of shooting (Fig. 31) 
is a flat 3X6 inches support Va-Vz inches thick. The game set also includes real or simulated 
topographical maps and standard playing dice. 

The set of pieces for administering simulated medieval battles contains figures of infantry 
and cavalry knights (Fig. 1), light-armored infantry/cavalrymen (Fig.2), heavy-armored 



infantrymen (Fig.3), squires (Fig. 4), light-armored horses (Fig.7), medium-armored 
horses (Fig. 6) and heavy-armored horses (Fig. 5). 

Table of Weapons and Equipment 



Weapons, Fortifications and Standards 


Representative 

nimpnsinnc f inphpc^ 


Cu/nrrl finr a ennirp nr for hpavv-armnrpH infitntrvrrinn 
3Woru iur a sijuii c ur ioi ucavyai mui cu luiaiiii yuiaii 


1 Vi 

1 f i 


i wo-nanueu sworu 




Battle ax, mace 


1 Va 


Halberd 


3 


Squire's lance 


5 


Knight's lance 


6 


Short spear 


3 


Long spear 


4 


Shield 


1 X 3 /4 


Sword of light-armored infantryman 


1 


Crossbow 


1 3 / 8 x 1 


Bow 


1 Vi 


Catapult projectile 


Va 


Catapult 


7x5 


Castle (bricks) 


2x1 


Battering ram 


6x3 


Siege ladder 


5x1 


Small detachment standard (triangle) 


Wix \ V g 


Medium detachment standard (rectangle) 


l'/ 2 xl Va 


Large detachment standard (rectangle) 


2 x 1 Vi 



5 Cavalry knights (Fig. 1) can ride medium-armored horses (Fig. 6) or heavy-armored 
horses (Fig. 5); light-armored cavalrymen (Fig.2) can ride light-armored horses (Fig.7) or 
medium-armored horses (Fig. 6), while squires (Fig. 4) can ride all three types of horses. A 
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heavy-armored horse (Fig.5) is covered with metal armor; a medium-armored one (Fig. 6) is 
covered with trappings, while a light-armored one (Fig. 7) has no armor at all 

In the game, three types of detachments are present: regular troops and cavalry/infantry 
troops. 

The configurations of medieval troops for regular and cavalry/infantry detachments are 
given in the following table of configuration of detachments. 



Table of Configuration of Detachments 



Type of 
Detach 
ment 


Size of 
Detach 
ment 


Configuration 


Regular 
detachments 


Infantry 
detachments 


Cavalry 
detachments 


Small 
detach 
ment 


From 3 
to 10 
units 


1 knight 


1 knight 


1 knight 


1-2 squires 




1-2 squires 


1-7 infantrymen 


2-9 infantrymen 


1-7 cavalrymen 


Medium 
detach 
ment 


From 1 1 
to 25 
units 


2-3 knights 


2-3 knights 


2-3 knights 


2-7 squires 




2-7 squires 


7-15 infantrymen 


9-22 infantrymen 


7-15 cavalrymen 


Large 
detach 
ment 


From 26 
to 50 
units 


4-7 knights 


4-7 knights 


4-7 knights 


4-16 squires 




4-16 squires 


1 8-27 infantrymen 


22-43 infantrymen 


1 8-27 cavalrymen 



The intervals of maximum displacement (in any direction) per turn for all units are given 
in the following table of intervals of displacement of units. 



Table of Intervals of Displacement of Units 



Tvnp nf Unit 
J r*~ "* U III I 


Tvnp nf Rattle Hnrsp 


Interval f inches/turn^ 


Infantry knight 




4 


ncdvy-driiiureu luiami yiiiaii 




6 


Light-armored infantryman 




8 


Light-armored cavalryman 


Hpaw.JirmnrpH 
i iwsv y «i inuivu 


12 


Med i um-arm ored 


11 


Cavalry knight 


Heavy-armored 


8 


Medium-armored 


9 


Squire 


Heavy-armored 


9 


Medium-armored 


10 


Light-armored 


11 



Note: Interval of displacement for infantrymen of any type with a siege ladder is six 
inches/turn; for those pushing a battering ram is four inches/turn. 

Radii of damage delivered to an enemy unit through the use of different projectiles are 
given in the following table of radii of damage delivered by projectiles 

Table of Radii of Damage Delivered by Projectiles 



Type of Projectile 


Radius of Damage 
Delivered (in.) 


Notes 


Bow arrow 


0 


Damaged area: that intersecting with the 
active part of the arrow 


Crossbow arrow 


0 


Damaged area: that intersecting with the 
arrow 


Stone projectile 


\ 


Damaged area: that covered by projectile 


Flaming 
projectile 


till 1 '/ 4 


Degree of damage: «destroyed» or «killed». 


i l / 4 -i 5 / 8 


Degree of damage: «damaged» or «wounded». 



Efficiency of attack and defense for every unit participating in a "battle" is given in the 
following table of efficiency of attack and efficiency of defense of a unit. 
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Table of efficiency of attack and efficiency of defense of a unit. 



Type of Unit 


Type of Weapon 


Efficiency 
of Attack 
(a) 


Efficiency of Defense (d) 


\rroor 


Shield 


Presence of a 
bow/crossbow 


Cavalry knight 


Two-handed sword 

mace, battle-ax, lance 


5 


j 


i 
i 




Squire (heavy- 
armored 
cavalryman) 


Two-handed sword, 
battle-ax, mace 


5 


2 


1 




Sword 


4 


2 


1 


+ 


Lance, sword 


4 


2 


1 




Light-armored 
cavalryman 


Two-handed sword, 
battle-ax, mace 


5 


■ 


— 




Sword 


3 




1 




Sword 


^ 






+ 


Short spear 


3 


j 


1 




Short spear 


3 






+ 


Long spear 


4 








Infantry knight 


Battle-Ax, mace, two- 
handed sword, halberd 


5 


3 


1 




Heavy-armored 
infantryman 


Two-handed sword, 
battle-ax mace 


5 








Sword 


3 


2 


1 




Sword 


3 


2 




+ 


Long spear 


4 


2 






Short spear 


2 


2 


1 




Halberd 


5 


2 






Light-armored 
infantryman 


Sword 


2 


1 


1 




Short spear 


2 


1 


1 




Sword 


2 


1 




+ 
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The players can administer wars that consist of several battles, or separate battles where 
different strategic moves can be employed. In turn, battles consist of clashes - local military 
actions, where different tactical moves can be employed. 

The rules for administering a battle regulate the order of shooting and troop movement, 
5 coordination of hand-to-hand combat, siege of fortifications, entry of reserve units and 
capture of opponent's units and trophies, all of which approximate the real medieval 
confrontations, and contain the following points: 

• If at the beginning of shooting the number of archers on the field is greater than ten, the 
y, number of shots available to the players holding the right of turn is 50% of the number of 
S 10 archers (but no less than ten). If the total number of archers is smaller than ten, the 

M: number of available shots is the total number of archers on the field. 

Hi 

• Bowmen can shoot every turn; crossbowmen can shoot every other turn. 
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• At the beginning of game, a bowman has ten arrows in his possession, a crossbowman 

has five arrows. 

iu 

ru 

P 15 • An infantry archer has a right of shot if he has no more than one row of infantrymen of 

ru 

the same army in front of him. A cavalry archer has a right of shot if no more than two 
rows of infantrymen or one row of cavalry of the same army in front of him. Otherwise, 
that archer has no shot during a current turn. 

• If a unit's arm or leg intersects with an active part of bow/crossbow's arrow after a shot, 
20 that unit is considered "wounded" and is removed from the battlefield. 

• If a unit's body or head unprotected by either a shield, a breastplate or a knight's helmet 
intersects with an active part of a bow's arrow after a shot, that unit is considered "killed" 
and is dismissed from this and any further battle. 
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If a unit's body or head unprotected by either a shield or a knight's helmet intersects with 
a crossbow's arrow after a shot, that unit is considered "killed" and is dismissed from this 
and any further battle. 

A shield or a knight's helmet protects from damage by bow/crossbow's arrow. A 
breastplate also protects from damage by a bow's arrow. 

A light-armored horse is considered "killed" and is dismissed from this and any further 
battle after two instances of damage by a bow's arrow or one instance of damage by a 
crossbow's arrow. 

A medium-armored horse is considered "killed" and is dismissed from this and any 
further battle after four instances of damage by a bow's arrow or two instances of damage 
by a crossbow's arrow. 

A heavy-armored horse is considered "killed" and is dismissed from this and any further 
battle after six instances of damage by a bow's arrow or three instances of damage by a 
crossbow's arrow. 

During shooting, damage to a player's units is equivalent to the damage to opponent's 
units. 

A cavalryman whose horse was "killed" is now considered an infantryman and must lose 
an item of equipment: 

- a knight or a squire loses a lance, 

- a light-armored cavalryman armed with a two-handed sword, a battle-ax, a mace or a 
long spear loses one point from his efficiency of attack number. Else he loses a 
bow/crossbow or a shield. 
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After the battle, the winning side can now use weaponry, equipment and war animals, 
which previously belonged to the opponent and were captured on the battlefield during 
any further battle. 

Any detachments moved past an imaginary line imitating the edge of the battlefield are 
removed from the current battle but may be used in any further battle. 
A catapult can shoot every third turn. 

If a stone projectile hits a fortification, any block covered even partly by the projectile is 

destroyed, creating a breach. 

A flaming projectile does no damage to fortification. 

Units of the side siege a fortification can enter the fortification if the figure of a unit can 
fully fit through a breach in the fortification. 

Figures of units defending a fortification on the wall are covered by it up to, but no 
further than their chest. 

The substitution of damaged units on the walls with fresh units is conducted during the 
player's next turn. 

Four infantrymen carry each siege ladder. 

Six infantrymen move a battering ram used to destroy a fortification's gates. 
In order to destroy the gates, at least two blows must be delivered to them with a ram 
(each blow consists of two moves - the blow itself and the consequent backing up of the 
battering ram). 

Hand-to-hand combat between opposing detachments consists of local clashes between 
two or several opposing units. 
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• A clash where several units attack one enemy unit is allowed only if the sum of their 
Efficiencies of Attack is no greater than twice the Efficiency of Defense for the defending 
unit. In case it is greater or equal to three times the Efficiency 01 Defense of the 
defending unit, that unit is captured. 

5 • Each side can move no more than half its detachments per turn. 

• Each detachment can move in any direction, provided it does not split into smaller 
detachments. 

• During movement, no part of a unit's figure can be put on top of another unit's figure. 

• Player can conduct entry of reserve units during any one of their turns. 

M= 

^10 • An entry of reserve units into the area next to the imaginary edge of the battlefield 



Ul 
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requires one turn. 

• Reserve units currently located beyond the edge of the battlefield suffer no damage from 
enemy's projectiles. 

M 5 The rules for evaluation of military actions are based on relative value of each unit on the 

ru 

i'y 15 field, take into consideration the inherent advantage of attacking side and the element of 

In] 

^ chance for hand-to-hand combat using standard playing dice, evaluate the success of an 
attack through accumulation of losses for every detachment and contain the following points. 
The result of each clash between two or several units is decided using the following rules: 

> A quantity S is determined, which equals the difference between the sum A of efficiency 
20 of attack a for every attacker and the defensive efficiency d for the defender, each 

determined from the table of efficiency of attack and efficiency of defense of a unit 

> Standard playing dice are thrown by every player, the number of dice for each player equal 
to A if that player's units are attacking or d if that player's unit is defending; the sum S A of 
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numbers on the faces of the attacker' (s') dice is calculated, the sum S d of numbers on the 
faces of the defender's dice is calculated, as well as their difference R = S A -S d . 

If S A => 3A and S A > S di the defender's losses are calculated. 

If S A < 3 A and S A < S d> the attacker's losses are calculated. 

If S A => 3A and still S A < S di the attacking units flee the battlefield (they may be 

used in future battles). 

If S A < 3 A and S/r> S d , the defending unit "avoided the strike" and all the units 
continue the battle in their previous positions. 
The defender's losses are calculates as follows: 

The quantity R is compared to a value /*table> found in tne hand-to-hand combat table at 
the intersection of row and column headed by appropriate values of S h d: 

- if R - Stable > 1 . the defending unit is "killed", 

- if R - Stable = 0 or 1 , the defending unit is "wounded", 

- ifR - Stable < °> tne defending unit has "avoided the strike". 



Hand-to-Hand Combat Table 



^\ s 


+4 


+3 


+2 


+1 


0 


-1 


-2 


1 


3 


2 


2 


1 








2 




4 


3 


2 


2 






3 




6 


4 


3 


3 


2 




4 


12 


8 


6 


5 


4 


3 


3 



The attacker's losses are calculated as follows: 
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- if S rf - S A + 1 , then the attacker is wounded, 

- if S d > S A + 1 , then the attacker is killed. 

During both shooting and hand-to-hand combat, penalty points for every detachment are 
accumulated if a unit from that detachment has been removed from the battlefield according 



to the following table of unit loss accumulation. 

Table of Unit Loss Accumulation 



Type of Unit 


Penalty points per unit 


Wounded 


Killed 


Forced to Flee 


Captured 


Light-armored infantryman 


1 


2 


1.5 


1 


Heavy-armored 
infantryman 


2 


4 


3 


2 


Light-armored cavalryman 


2 


4 


3 


2 


Squire 


3 


6 


4.5 


3 


Knight 


4 


8 


6 


4 



After each side has in turn attacked and defended (either in shooting, clashes or both), the 
success of military actions is determined through a coefficient of loss W for every 
detachment. W = B/ C, where B is the sum of penalty points from the table of unit loss 
accumulation and C is the sum of the efficiencies of defense d for every unit in the 
detachment (either determined at the beginning of the game or recalculated) from the table of 
efficiency of attack and efficiency of defense of a unit. 
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In the following table of outcomes of shooting and clashes for a detachment, the 
outcomes as a result of losses in a detachment are shown, depending on the value of 



coefficient of loss W of that detachment. 

Table of Outcomes of Shooting and Clashes for a Detachment 



Size of Losses' Coefficient (W) 


Outcomes 


0.9 <W 


Detachment surrenders. 


0.8 <W<= 0.9 


Detachment flees the battlefield 


0.6<W<=0.8 


Detachment retreats the distance 1.5 times that of the 
largest possible move of its speediest unit. C is 
recalculated based on all remaining units 


0.4 < W <= 0.6 


Detachment retreats the distance of the largest possible 
move of its speediest unit. C is recalculated based on all 
remaining units 


W<=0.4 


Detachment continues the battle in the same position, C 
remains the same 



With reference to the present invention, the game is played as follow. 

Players choose the time and place of a battle, composition of the armies fitting to a 
chosen historical period, determine the purpose of the battle and the starting positions of 
detachments with the help of included topographic maps and mark a line on the playing 
surface (floor), that signifies the edge of the battlefields according to their strategic and 
tactical considerations. The edge of the battlefield can be marked with a string, chalk, or in 
any other appropriate way. 

The game pieces depicting units, which are part of the starting detachments, are placed 
on the playing surface within the boundary of battlefield, while those that are part of the 
reserve are placed outside the boundary. 
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Afterwards the players throw dice to determine which side makes the first move. The 
player(s) of that side then announce all the military action (shooting and movements) that is 
to be conducted during this turn. They conduct shooting by placing the models of projectiles 
onto the device for imitation of shooting and shoot with a click of a finger. The shooting is 
conducted according to the rules for administering a battle. If a figure of a unit gets within 
the damage zone of a given type of projectile, that unit is damaged and is dismissed from the 
battlefield. The summation of losses during the shooting of the opponent is conducted 
according to the rules for evaluation of military actions. 

After shooting is over, the chosen detachments are moved within the limits of intervals 
given in the table of intervals of displacement of units, with a help of device for measurement 
of displacement of units. 

If, as a result of displacement, units of a detachment came into direct contact with units of 
an opposing detachment, hand-to-hand combat is conducted according to the rules for 
administering a battle. Afterward, the right of turn is given to another side, whose player(s) 
conduct similar actions in the same order. 

Penalty points are counted at the time and in a manner described in the rules for 
evaluation of military actions. 

A battle is considered over if: one side accepts defeat; both sides decide to begin 
negotiations; one side has lost part of its army, agreed on beforehand, in this case the side 
which lost more detachments is considered to be the losing side. 

A war is considered over if: one of the sides has lost its capital or a part of territory or a 
part of its army, as agreed for at the beginning of the war. 
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